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端页面，应用 Flash as 语言通过 TCP/IP 协议和服务端进行通信，应用 lua 游戏


























In view of the above requirement, this paper developed a set of brand promotion, 
ordering, online payment, online marketing, online games, online shopping mall is 
equal to the diversification of network marketing platform integration. The platform 
using the virtual community service mode, using advanced information technology, 
online shopping into the architecture of virtual community, leisure game, virtual 
community, online shopping three as a whole, through the realization of functions 
make the network shopping like real shopping shopping as interesting, greatly enrich 
the user experience. 
In this paper, the modeling technology to build the front end virtual community 
model, the application of flex/flash technology to drive the front page, using Flash as 
language through the TCP/IP communication protocol and server, application of lua 
Game Scripting Language built game engine, construction of the server, the data 
interface layer between the application of WebService to build Oracle database and 
server. By building a diversified network marketing platform model based on virtual 
communities, related to the integration of functions and application of modern 
cigarette distribution supply chain on the tobacco industry, commercial, retail, 
consumer four core aspects of integration. 
The design has been running for more than a year, interface, simple operation of 
novel, multi service by the user's consistent high praise, and further promote the 
development of e-commerce in tobacco. The next phase will focus on business 
collaboration, me one goal continued to improve the function of the platform, 
providing solid support for the construction of industrial and commercial, zero 
common consumer oriented modern cigarette marketing system. 
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技术选型，初步采用 3D 建模等技术构筑前端虚拟模型，应用 flex/flash 技术驱
动前端页面，应用 Flash as 语言通过 TCP/IP 协议和服务端进行通信，应用 lua





































































（1）“20 世纪 70 年代前，虚拟现实技术尚处于探索阶段”; 
（2）“80 年代初期到 80 年代中期，虚拟现实技术从系统化、理论化走向
实用化阶段”; 
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